
Rust lord's Reflect TR 

This ain't cheese bro 
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In a Nutshell 



This setup will give you high resilience, endurance and beyond amazing 
survival in battle. This requires a skill-based gameplay that does not 
exploit the overuse of Stealth, but simply benefits from it. 

In order for this to work, you need T2.5 BiS Equipment from Icewind 
Dale, the Purified Black Ice Set. Pay close attention that this build do 
not work with other equipment sets. That's short for, grinding is an 
absolute must! 

/ am currently well aware that Black Ice Gloves are very difficult to 
come by for new players, and the armor itself takes at least 35 days 
of campaign progression. 

It requires most importantly, commitment, and secondly, patience. 
Suffice to say, this is not a casual build for the average player. 



Build Basics 



You've got to have a good understanding of what goes on every time you swing 
that mighty sharp chopstick of yours, unlike Mr. Funky here to the right. 

Defensive gameplay is KING! of PvP content so if you want to triumph, the 
essentials begin with keeping yourself alive. Now this has a bunch of advantages 
as well as challenges when you play Domination PvP. As long as you are alive, you 
can contest a node or delay multiple enemies, providing your party the upper 
hand as they fight somewhere else in the map. 




HOW DO YOU STAY ALIVE :0 



As rogues are light-armored melee combatants with sub-average offenses (as of right now) Stealth is 
the one thing you got going. But even when you overdo Stealth to a troll extent, you are still squishy as 
smuck when you get caught out of that rotation. 



So is PermaStealth™ the single best and only viable way of play? I'm not touching that subject. Just 
saying, Rogues are squishy. 




But then what if you're not! 

My build takes Deflection and Maximum Hit Points to new levels that would blow your brains out. That's 
not all Suzy! Defense, Recovery, Regeneration and Tenacity are all attending tonight's party. But you 
know Regen is bringing her date Healing Depression. All of these were taken into some cosmic 
mathematical calculation to properly work together. 

But don't worry, I got ya covered! 

New Character 





ABILITY SCORES 

You probably already noticed coz you're smart, Constitution is the faux-primary ability score and 
Dexterity and Charisma plays as your secondary scores, despite "what the tooltips say"! 

CON gives you HP and DEX and CHA both gives you Deflection. You are better off with DEX, however, 
because it also gives off Critical Chance, and Combat Advantage by Charisma isn't really much, if it 
worked at all. In a nutshell, the build falls in the CON-DEX breed. As you level up, put all your points to 
these. 

PARAGON 

"I shall blend as one with the shadows. None shall note my presence." 

Master Infiltrator is the more viable route for this build because it's more tanky. It has Impossible to 

Catch and Skillful Infiltrator and those are just too awesome to pass by. Not to say that Whisperknife is 
meh! their damage debuff is pretty incredible too but it's the ability to CC break more consistently that 
sells Ml builds hands down. 

Point Distributions 

POWER POINTS 

It's extremely important to distribute 
power points ONLY in the powers that you 
have use for in content that you play. 

Never waste a lpt in something that you 
do not use or just want to try out for fun. In 
my screenshot, all the Powers I have are 
3/3 and I use them for different content. 

Click here to view Powers in nwcalc.com 





HEROIC FEATS 

As a Human character I have 3 additional Heroic 
Feats that I chose to distribute in Cunning 
Ambusher. This feat increases damage dealt by 6% 
for 6 seconds after leaving Stealth. 

I am not going to go through these feats one by 
one, For a detailed info on each, click the 
nwcalc.com link below. 



PARAGON FEAT TREES 

After many weeks of using the build I am 
convinced that the best paragon tree to follow is 
Scoundrel. Purified Black Ice comes with a small 
caveat we now know as the lack of crit. Scoundrel 
is the feat tree that is focused in dealing 
non-critical damage. 

On argument, Executioner tree's Overrun Critical 
is the only useful capstone feat a TR has. In its 
absence, neither Scoundrel's or Saboteurs 
capstone feats are worth taking. 

I have instead optimized a hybrid build of 3pts 
Saboteur, 3 pts Executioner and 25pts Scoundrel. 

Click here to view Powers & Feats in nwcalc.com 

BOONS 

Click here for boons! 

Purified Black Ice 




And so we've arrived! This is the heart and soul of my Reflect Build. If you got here by reading half of my 
painstakingly made document, I applaud you. If you skimmed . . . erm . . . That's OK too! 



Purified Black Ice Mask 

Binds on Pickup 



Equip: This armor increases your resistance to 
Black Ice Damage by 896. 



Equip: +248 Power 
Equip: +146 Defense 
Equip: +326 Deflection 
Equip: +326 Life Steal 
Equip: +99 Tenacity (PVP) 



( Utility Slot: No Enchantment 
1 Overload Slot: Mo Enchantment 



The head piece has Power, Defense, Deflection and Life Steal 
It has both utility slot and overload slot. Look for Greater 
Purified Tempered Enchantment which will give you 
additional Deflection and Temporary Hit Points. 

Due to this bonus, you must not attempt to soft cap your 
Deflection stat. What soft and hard caps? 



The armor is the sweetest piece in this collection, it has 
Maximum Hit Points as a primary stat, and crazy amounts 
of Defense, Deflection and Tenacity. Epic armors have 
defense slots and an armor enchantment slot. 

For your armor enchantment, it's a pretty obvious choice, 
Soulforged Enchantment. On all defense slots, use 
Radiant Enchantments for more HP. 



Purified Black Ice Armor 

■ Binds on Pickup 



Equip: This armor increases your resistance to 
Black Ice Damage by 1 1 St 



Equip: +1 ,540 Maximum Hit Points 
Equip: +8 AC 
Equip: +727 Defense 
Equip: +508 Deflection 
Equip: +1 54 Tenacity (PVP) 



"1 Defense Slot: No Enchantment 

L J 

I Armor Enhancement Slot: No Enchantment 



Similar to both the head piece and the armor piece, the 
gloves have Maximum Hit Points, Power, Deflection, 
Defense and Tenacity. 

Now now, this is the most controversial part, and I must 
admit, the reason why the build is very difficult to achieve. 
As it stands, it is currently incredibly painful to find the 
Black Ice Gauntlets which are the component for crafting 
this set piece. 



If you have thoughts about that, take it up with Cryptic! 



Purified Black Ice Gloves 

Binds on Pickup 



Equip: This armor increases your resistance to 
Black Ice Damage by 836. 



Equip: +1,305 Maximum Hit Points 
Equip: +248 Power 
Equip: +146 Defense 
Equip: +326 Life Steal 
Equip: +99 Tenacity (PVP) 

"] Utility Slot: No Enchantment 
1 Overload Slot: No Enchantment 



Purified Black Ice Boots 

Binds on Pickup 



Equip: This armor increases your resistance to 
Black Ice Damage by 836. 



Equip: +1 ,305 Maximum Hit Points 
Equip: +248 Armor Penetration 
Equip: +473 Defense 
Equip: +99 Tenacity (PVP) 



"1 Utility Slot: No Enchantment 



This one, the leg piece, is thankfully easy to make. Just 
farm a decent amount of black ice, refine and craft! It has 
Maximum Hit Points, and OH! Armor Penetration and 
Defense and Tenacity. It has a utility slot. 

Armor Penetration is a precious stat for Purified Black Ice 
builds because it will be a hard number to find. 



Weapons 



Draconic Dagger 

£r Binds on Equip 

41 1-503 Damage 

Equip: +973 Power 

Equip: +254 Armor Penetration 

Equip: +193 Deflection 

~1 Offense Slot: No Enchantment 

Weapon Enhancement Slot: No Enchantment 

Part of set (0/2) 

Draconic Dagger 
Draconic Stiletto 

2 of Set: Equip: +1,800 MaKimum Hit Points 

Weapon, Salvageable, Blade r Main Hand Only 
Requires Class: Trickster Rogue 
Requires Level: 60 

1 0 60 0 43 0 



Draconic Stiletto 

£ Binds on Equip 

41 1-503 Damage 

Equip: +71 9 Power 
Equip: +254 Critical Strike 
Equip: +254 Armor Penetration 
Equip: +193 Deflection 

] Offense Slot: No Enchantment 

Part of set (0/2) 

Draconic Dagger 
Draconic StileLto 

2 of Set: Equip: +1,800 MaKimum Hit Points 

Blade, Weapon, Salvageable 
Requires Class: Trickster Rogue 
Requires Level: 60 

1 0 <J0 0 43 0 



The Draconic Weapons have much needed Armor Penetration and Critical Strike. Best of all, it has insane 
amounts of HP from the 2 part set bonus! Epic weapons have offense slots and one weapon 
enchantment slot. 

For your weapon enchantment slot, I recommend Vorpal Enchantment or Plague Fire Enchantment. 
Add Silvery Enchantments for recovery in all offense enchantment slots. The alternative if you can 
afford it, is Greater Tenebrous Enchantment but it must be of greater rank. Tenebrous deals 3% of your 
current and temporary HP as necrotic damage to your opponent and has an unspecified internal 
cooldown. It's speculative that the ICD is 20 seconds. Equip four of these and you'd get a neat 12% 
HP-based damage every now and then. Otherwise, recovery is cheaper. 



Talon of the Golden Dragon 

f? Binds on Pickup 
Artifact Weapon Rank; 60 (maximum) 




The ability to swoop out of the sky and dutch his enemies in 
his tafon's is a fantastic deterrent for all that would do harm to 
the Golden Dragon. This dogger aifows the Cioud of Steel to 
likewise deter the Rogues enemies making them unable to run 
away or to catch the Trickster Rogue. 



439-537 Damage 

Equip: Increase damage done by Cloud of Steel by 10% 
Slows target by 25% for seconds. 

Equip: +1,224 Power 
Equip: +357 Critical Strike 
Equip: +357 Deflection 

Offense Slot: No Enchantment 
/eapon Enhancement Slot: No Enchantment 

Offense Slot: No Enchantment 

4— J 

Requires C\sss: Trickster Rogue 
Requires Level: 60 

3 0 20 0 86 0 



Talon of the Golden Dragon is your covetous, adulterous 
neighbor. You're going to have a hard time deciding which 
weapon is the better investment between this and the 
Draconic silverware. 



Class artifact weapons are the last campaign rewards for 
the Tyranny of Dragons campaign so expect quite of a 
grind here. On a positive note, it's bonus is arguably the 
best of all artifact weapons, turning your at will into an 
effective spammable CC. 

It has Power, Critical Strike and Deflection, two offense 
slots and a weapon enchantment slot. 

It's still unclear whether TR will be allowed to dual wield 
artifact weapons. 



Accessories 



Domiinator's Cloak 

-if- Recommended {f Binds on Pickup 



Equip: 4653 Maximum Hit Points 
Equip: +124 Regeneration 
Equip: +163 Movement 
Equip: +100 Tenacity (PVP) 

1 Offense Slot: No Enchantment 

Salvageable, Neck 
Requires Level: 60 

I 9 60 ■' 43 " 



For your first accessory, 
you get Dominator's Cloak as a reward from 
completing 5/10 PvP campaign tasks 
which is pretty bearable. 



If you start at low levels and PvP often, chances are you 
will have this baby before you hit max level. Otherwise I 
suggest you visit the PvP arena more often. But then you 
do have other options, such as Necklace of Shielding 
which has HP, Defense and Regeneration. 



The rings have the exact same stats in HP, Defense and 
Regeneration. They have defense slots for more HP. Hit Points 
is vital in PvP gameplay as it is the measure of your survival. 
More so with my Reflect Build, which as you will learn more 
relies on its ability to take damage. 



Ring of Shielding 

if Binds on Equip 

Equip: +72S Maximum Hit Points 
Equip: +161 Deferse 
Equip: +1 38 Regeneration 

J Defense Slot: No Enchantment 
Ring 

Requires Level: 60 

1 0 60 0 43 e 



Ring of Preservation 

$ Bound (Character) 

Defense Slot: +1,200 Maximum Hit Points 
Equip: +407 Regeneration 

£•2 Defense Slot: Radiant Enchantment, Rank 10 
Ring 

Requires Class: Trickster Rogue 
Requires Level: 49 

24 0 IS 0 



Low level rings, pretty easy to get from the Seal Trader 
for 8 Seals of the Unicorn each. This used to be the best 
ring item for Trickster Rogues predating Healing 
Depression. It arguably still is! 

If you get into trouble stacking enough regen, I suggest 
pairing this up with Ring of Shielding. In fact, use two of 
them and you can soft cap the Regeneration stat. 



Plated Band of Constitution 

Binds on Equip 
Artifact Belt Rank: 60 (maximum) 




This magical plated band rs infused with the essence of the 
great cave bear. Those who wear it are blessed with great 
health and resistance to disease. 



Equip: +1 ,,830 Maximum Hit Points 
Equip: +4 COM 

Equip: +298 Armor Penetration 
Equip: -+298 Defense 
PI Utility Slot No Enchantment 
I Defense Slot: No Enchantment 

L J 

Requires Level: 60 

3 0 20 0 36 O 



Another artifact equipment for you. This belt is a staple in 
almost all PvP builds. It gives raw HP, more HP in form of 
Constitution, Armor Penetration and Defense. It also has 
defense slots and an extra utility slot. 

Artifact equipments are refined using level 60 items for 
your class. "Basically anything that can be equipped in the 
12 slots on your character sheet can be used to empower 
these artifact. There are a few important restrictions. The 
item must have a minimum required level of 60 and also it 
must be identified. Items equippable in the main hand slot 
will give double RPfor artifact weapons. Items equippable 
in the waist slot will give double RPfor artifact belts." 



Stat Focus 



RESILIENCE 



This is the proper mix of Maximum Hit Points and Regeneration. Pay attention that the amount 
Regeneration heals you for is based from your Max HP, so increasing both regeneration and HP are 
crucial to achieving competitive resilience. You should also know that HP is not affected by diminishing 
returns, while Regeneration is affected by both Healing Depression and its own diminishing nature. 



TENACITY 

The PvP stat! Purified Black Ice Set has all the defensive stats that you 
need in surplus, except this. In Tenacity, it has much less numbers 
compared to pure PvP Profound set items. Realistically, you will find 
challenge in stacking Tenacity to the 20% margin. I'm convinced 18% is a 
decent amount to have. 

RECOVERY 

Damage and survival comes mostly from alternating 
the right actions in battle. That's rotation. 
You have to have high recovery to bring your recharge speed 
to desirable levels, especially Smoke Bomb and ITC. 
Recovery also increases your AP Gain for daily powers which will 
be your best source of spike damage. 

DEFLECTION 

Many people had jumped to the assumption that this is a 40% Deflect Build extremist. It's not. While 
true that the build shares origins with the deflection-oriented high spike-damage TR of the old forgotten 
days, Deflection is in fact only a fourth priority to me. A decent Reflect Build can live off of 30% 
deflection mainly coming from Purified Black Ice and overload enchantments. 

You needn't bother beyond that! 

Neverwinter diminishing returns graph. 





Reflect! 



I know I've talked on and on about Reflect Build this and that but you're not really sure how the heck a 
TR is supposed to get reflect. Urn, wait what's reflect to begin with? 

Reflecting means to take damage and deal back a portion of- or a fixed amount of damage to your 
attacker. A Guardian Fighter demonstrates this perfectly well with a daily power Supremacy of Steel. In 
fact, let's talk about GF for a second because it's the class that inspired this build. For a GF to build 
specifically for reflecting damage, he has to be tanky and has to have high AP generation so that his one 
daily power can be spammable. Even then, it has limits. It's a daily power. 



In retrospect, the Trickster Rogue has a very unique synergy with reflecting damage that was introduced 
since Module 1: Sharandar. With Deflection being the "TR stat" and incredibly easy to stack, not to 
mention, spam, one of the boons from this expansion was a cookie from heaven. 



Fey Thistle 



When you Deflect an attack you deal 400 damage to your attacker. (Proc on every deflected 
attack. Debuff on attacker and his Damage Resistance affect damage) 



The 5th tier campaign expansion bonus is no doubt a long grind. Besides chances are you already have it. 
Shame on you if you've played since Beta and haven't finished one campaign. Tsk tsk tsk. But otherwise 
don't fret, it's very much worth the hardship. 



Impossible to Catch: You break free from most control effects, and for several seconds you Deflect all 
incoming attacks and are immune to further control effects. 

With 75% Deflection severity, two ability scores that grant you Deflection chance, an encounter power 
that can deflect all incoming attacks for 5 seconds, the Trickster Rogue is the best equipped class to take 
Fey Thistle. TR is the only class that can deal more damage than it takes through reflecting damage over 
time (DoT), which constitute half of incoming damage in PvP. 



Wait, there's more! 



Reflect has an amazing Synergy with Purified Absorption. This is the set bonus you get from equipping 
four pieces of Purified Black Ice gear. Purified Absorption nullifies 800 incoming damage every 3 
seconds over 15 seconds including DoT. 

For demonstration purposes, when you deflect and absorb an initial hit of 250 (1000) physical damage 
over time, the subsequent ticks of its DoT will harm you for 250 - 800 and consume one activation of 
Purified Absorption (a single 3 second proc). 



[Combat Log (Self)]: X player deals 250 (1000) physical damage over time to you with Y power. 
[Combat Log (Self)]: Your Purified Absorption absorbs 250 damage, you take 0 damage. 
[Combat Log (Self)]: Your Fey Thistle deals 400 (400) damage to X player. 
[Combat Log (Self)]: X Player deals 0 (250) damage to you as DoT with Y power. 
[Combat Log (Self)]: Your Fey Thistle deals 400 (400) damage to X player. 



[Combat Log (Self)]: X Player deals 0 (250) damage to you as DoT with Y power. 
[Combat Log (Self)]: Your Fey Thistle deals 400 (400) damage to X player. 
[Combat Log (Self)]: X Player deals 0 (250) damage to you as DoT with Y power. 
[Combat Log (Self)]: Your Fey Thistle deals 400 (400) damage to X player. 
[Combat Log (Self)]: X Player deals 0 (250) damage to you as DoT with Y power. 
[Combat Log (Self)]: Your Fey Thistle deals 400 (400) damage to X player. 
[Combat Log (Self)]: X Player deals 0 (250) damage to you as DoT with Y power. 
[Combat Log (Self)]: Your Fey Thistle deals 400 (400) damage to X player. 

In over the course of 5 DoT ticks from X player using Y power, and its initial hit, you have dealt 
mitigatable 2400 (2400) reflect damage and taken 0 (6000) damage that were absorbed and 
deflected. You have taken zero damage total. 

Reproducing this is fairly easy in PvP when you have ITC that can be fired at the right moment, superb 
deflection severity and a set bonus that absorbs damage a quarter of the time. This is not yet taking into 
consideration your Temporary HP from overload enchantments, which also serve as absorption buffers 
to create reflect damage. 



When played right, my build can whittle away enemies through their own attacks, 
and deal insane spikes of daily damage to finish them off at once. 



Those things coupled with high resilience and survivability, you are golden! 



